Either way you grab the key from Granny Rags, head up the stairs and open 
the door to the left of the furnace. Close it behind you. There is a rune 
(4/5) to grab from the nearby Outsider Shrine up the stairs at the back of 
the room. Loot the desk and then find the wooden planks on the floor . Destroy 
these and then hop into the hole that opens up for the water to carry you 
away. Eventually, you'll end up in the room with the wounded bandit we 
talked to earlier. 



Optional: The Master Key Complete! ] 

] 



Blink up to the side of the cistern and open the locked door at the end. 

Head through and down the stairs. As you do, watch out for the river krusts to 
the left. Continue onwards until you reach the group of survivors. Drop down 
into the lower area here to find a rune (5/5) and then climb out and continue 
to the right. After the stairs, when you reach the dead end pop up into the 
hole in the wall on the left, destroy the board blocking the path and continue 
along until you reach the next room. Destroy the three krusts opposite and 
another in the corner to the left . Afterwards swim over to where the three 
krusts were and look in a small drain to the left of their platform for bone 
charm (8/8) . Smash the boards at the opposite exit from the entry and follow 
the passage to the end. 

Enter the door at the far end to complete the mission. 



The Loyalists 
Collectibles : 



[ACTOJ 



Runes 

Bone Charms 

Blueprints 

Sokolov Portraits.. 



. .1 
. .0 
. .1 
. .0 



>>>>>>>>>>>>>>>>>>>>>>>>>>>> Hound Pits Pub <<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<< 

Move forward and talk to Cecilia to find out about the current situation. 
Follow her up the stairs and grab the keys off the hook on the wall next to the 
door. Open the door and go through. From here you'll be able to see the pub. 
Except the pub is now overrun by guards. There three guards in the street in 
front, another on the roof to the left and a pair of tallboys patrolling 
around . 

The easiest way to access the pub is to use slow time (or wait until nobody is 
looking), then blink across the street and up to the first ledge. From here, 
climb into the open window. Enter the door on the right of the room as you 
enter, and then enter the room immediately to your right in the hallway. Look 
in the bin here for a blueprint. Make your way up the stairs to Corvo's room. 
There are four guys in here. Hop out the window and wait for their conversation 
to finish. Afterwards two of them will leave. Return to the room and put the 
remaining guards to sleep. Check out your desk for a letter from Emily. 



Climb out of the window and head over to the roof of Piero's workshop. You'll 



now get an optional task to make contact with Piero and Sokolov. It's a fairly 
easy task and you' 11 get a rune out of it and be able to re-stock/upgrade one 
last time with Piero, but if you are happy with your powers at this stage, it 
is not necessary to complete. 



Optional: Save Sokolov and Piero & Information on Havelock] 



Reward: - Piero will allow you to purchase/upgrade equipment and ammo 
- lx Rune 



Drop down off the roof to the right and onto the vent here. Follow it down 
and enter the open door, grab the rune (1/1) off the table here and head 
downstairs to chat with the pair of scientists. 

Piero will want you to go grab a blueprint from the pub. Luckily I told you 
where to grab it on your way through the level . Hand it over and after the 
conversations ask that they set the arc pylon to set them all to sleep (if 
you are going for a zero kill run) . Talk to Piero and buy any upgrades or 
ammo you require and then head upstairs and use the dispenser on the left 
to grab an empty whale oil canister, fill it on the right and take it back 
to the roof. Here you'll find a series of three canisters on the roof. 
Pull the switch here to open them up and place the now full canister in the 
empty socket. Pull the switch again to close it up. 

After the scene, all the enemies on the map will have been put to sleep, so 
feel free to wander around the map and loot whatever you like. To complete 
an optional objective return to the bar to find a letter indicating some of 
Havelock' s plans. 



Optional: Save Sokolov and Piero & Information on Havelock] 

] 



When you are ready to continue with the mission, return to the roof and head 
out to Emily's room in the tower. Here you will be reunited with Calista. Loot 
the room and then interact with the object in the window. This will summon 
Samuel. Exit the door opposite (key is on the bed) and blink down to the beach 
below. Talk with Samuel to complete the mission. 



The Light at the End (Low Chaos) 
Collectibles : 



[ACT09] 



Runes 1 

Bone Charms 

Blueprints 

Sokolov Portraits. . . .0 



>>>>>>>>>>>>>>>>>>>>>>>>>>>>> Kingsparrow Island <<<<<<<<<<<<<<<<<<<<<<<<<<<<<< 



After you get off the boat, you'll see a set of raised stairs on a rock in 
front, blink up to these. From the top, you'll see the fort in front. On both 
sides, you will see a wall of light that will block your entry. We have a 
couple of options here: 



1. Blink to the rock that the rotating guard tower is situated on. Look 
to the platform over the water to the left. Note that there is a 
space beneath the platform that we want to get to. Wait for the 
tower's search light to rotate away and when it's safe, jump down and 
blink across to the ground beneath the platforms her. Head to the 
back, right of the area. In this location, you will find a hatch you 
can open to access the platform above. In this location, possess one 
of the nearby rats and pilot it through the hole in the grating 
nearby . 

2. Blink to the rock that the rotating guard tower is situated on. Look 
towards the wall in front . Look out for a circular opening in the 
centre. Drop down to the ground when the tower's searchlight is 
looking away and head over and blink up and into the entrance here. 
Climb to the room at the top and incapacitate the guard at the top. 
Now we can re-wire both walls of light. Drop back down and out of the 
circular entrance we came in from and work your way over to either 
wall of light to enter the fort. 



Once past the wall of light, climb over the low wall leading inside. Drop down 
into the fort and hug the left hand wall in the shadows . As you round the 
corner look up to see a rocky ledge here. Blink up on top of this. Now wait for 
the guard above to patrol away and double jump and blink up onto the wall 
above . 



Optional: Collect the Rune ] 



Reward: - lx Rune 



I have listed this rune as optional as by now you should have just about 
every Outsider abilty worth getting and there is seriously less than 15 
minutes of gameplay left in the game so it seems a little redundant. However 
in the spirit of the guide being complete as possible, heres how we get it: 

Once you are up, turn right and follow the path, shooting sleep bolts at 
anyone that gets in the way. When you reach the stairs leading down to the 
courtyard below, drop over the side and enter the door beneath them. 
Tranguilise the two guards inside and drop down into the lower area. Enter 
the circular tunnel, follow it through and drop down into the next room, 
pick up the rune (1/1) from the floor. Return back outside and when it is 
safe to do so, blink up the stairs and return back to where we first climbed 
up to the wall . 



Optional: Collect the Rune complete! ] 
] 



Follow the wall to the right and when you reach the next structure blink up on 
top. Move to the side overlooking the courtyard and blink to the nearby balcony 
to the left. From the balcony, face the wall it is attached to and double jump 
and blink up on top. 

Now that we are up top, look towards the lighthouse. See the stairs leading up 
from our platform? To the left of these, you will see a lower platform. Blink 
to this and continue to the far end to avoid the electric col. When there are 
no guards in sight, blink further up the next set of stairs and across to the 
lighthouse itself. There is a lift here we need to activate. To get into the 



lift however, we' 11 need to pickpocket the key from one of the nearby guards 
(alternatively we can climb the nearby stairs until we find the top of the 
lift and drop down the open hatch to get inside) . After grabbing the key, 
knock the guard carrying it out so he doesn't spot you and return to the lift 
head inside and hit the switch to climb to the next area. 



>>>>>>>>>>>>>>>>>>>>>>>>>>>> Burrow' s Lighthouse <<<<<<<<<<<<<<<<<<<<<<<<<<<<<< 

When the lift reaches the top, exit it and then blink up on top of it. Use the 
conveniently placed metal girders in the shaft here to climb to the very top of 
the tower. Once on top blink across to the slanted roof next door. Climb up 
onto the vent and then double jump and blink up to the glass platform above. 
Make your way across the glass roof to the far side of the structure from the 
lift we came up from and drop down to the platform below. Enter the door here. 

Approach the desk in front and hop up on top. You will be able to see the 
Loyalists below. Havelock will stay in the same location, so blink down and 
choke him out. Grab the key off the table to his left and then head over and 
open the door to the right of the fireplace to find Emily and complete the 
game. ..That was abrupt wasn't it! 



Congratulations, you have finished Dishonored! 



***************************** 
**************************** 



RUNE LOCATIONS *** [RNLCT] 



************************** 
************************* 



There are 31 Runes hidden throughout the main levels of Dishonored. 

These runes can be used to purchase Outsider powers. These will give Corvo 

his unigue magic powers. Here's where you can find them: 



High Overseer Campbell 

1. On an Outsider shrine in Granny Rags' house. 

2. Complete granny Rags' first task (defeat the thugs) . 

3. Complete Granny Rags' second task (poison the elixir still) . 

4. In the guard post just before entering the door to Holger Square. 

5. In Overseer Campbell's secret room. 

6. In the Overseer's meeting room. 

7. In the back yard in a workshop. 



House of Pleasure 



